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The amazing, combined text and graphics adventure generator enables 
you to produce fast, compact adventure games with the minimum of effort and 
the maximum of creativity. Stunning graphics can be created quickly and easily 
with the powerful picture generator that has many features including:- dot, 
cirde, elastic line, ellipse, fast fill, shading, step by step review, easy editing and 
the ability to merge pictures. 

The comprehensive, intelligent command interpreter can handle complex 
sentences and multiple input commands. There is also an extensive text com- 
pression facility that allows you to produce far more detailed and numerous 
location descriptions. Plus a full function editor, automatic word formatting, a 
logical command interpreter and an abbreviated input acceptance facility. 

So unleash the power of your imagination now with The Graphic 
Adventure Creator, for your Spectrum, Commodore 64, BBC B or Amstrad. 
Available from all leading retailers or direct from Incentive pn 0734 591678. 
INCENTIVE SOFTWARE LTD. 54 London Street Reading RG1 4SQ. 



Please rush me, THE GRAPHIC 
ADVENTURE CREATOR 

□ Commodore 64 

□ Spectrum □ BBC B □ Amstrad 

□ Cassette £22.95 

□ Disc £27.95 (All formats except Spectrum) 
I endose Cheque/ PO for £. 



I 
I 

I 

|| or please debit my Credit Card 

II No— 





Gremlin Graphics Software Ltd., 
Alpha House, 10 Carver Street, 
Sheffield SI 4FS. Tel: (0742) 753423 

Telex No: 547274 



SPECTRUM 48K- MSX AMSTRAD- 



AR£ <fM TOO MUCH Of A WIMP TO TLAI THIS <jAME 






lELBOURNITIOllSt 



COMEETITIOTV 









COMPUTER GAMER AUGUST 1986 










r 






ROOM 



Remember Tau. Ceti and the Galcorp 
— a pan-nnlversal corporation that 
rules the cosmos. Galcorp also have a 
leisure services division. 

Mike Roberts took a step into the 
leisure centre and opened the door to 
Room 10. 
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Win a day out at 




You can join us on an exciting day out 
at Britain’s biggest leisure park. 



COMPETITION 




CRE COMICS PRESENTS 



TKOCVE-'.V'WCE UP! WE'RE 
HERE! ITS HOUPAXTIMI 



’ not eoHAaoeui, 

CAWKESV- BUT THEN 
NEVER StOPWoexlNEI 



EPISODE ONE’ THE TiME : LAST SUMMER 
THE PLACE ■- ST PATRICK-ON-TOE-MOORS- | 
THE NOON TRAIN HEAVES INTO THE I 
STATION, SPILLING FORTH WITH VACATIONING I 
SIXTH-FORMERS FRorA ST BRIDES SCHoOLI 
FOR Nice GIRLS.-- HEAD &IRL.TRlWETRINlPWl 
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PEWT'ttUW VJVO. «we 
e*ra. ft*. eMREits if 



TRIXIE TRINIAN 
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Here at last is the all new improved 
Gamer reader’s club 
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64 Programs Club 




groups and Interested people. 



.ARCADE 

CREATOR 





Write games without programming! 
That’s the claim of the Arcade Creator. 
Jane Goin investigates 
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PBM UPDATE 



Mike McGarry rounds 
up the latest in 
Play By Mail gaming 





APRIL 86 



40p 



NEWSLETTER No 1 4 




i to^repraeent 
» looking fora 



the most Interesting reply will 
(^ele cted to the Oaxner playtest 

Next month I will be looking at 
Orion's Finger and you will have 
a chanoe to playtest Kings of 
Steel from Sloth Enterprises 
Phoenix Games, Stonelelgh, 
Holly lane, Upper EUwood, Nr 
Coleford. Gloucester. GL16 HZ, 
KJC Games, 5 Vicarage Avenue, 



The fast-paced^ 
play-by-mail game 
Interstellar Combat and I 






CREAT UR? 
CQVENSjj 



REKINoS THPi 
-ami; 



TRUASURK™ 

W0N,MAV_^f 

S 0K5 ««d9 
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Argus Press Software 
Liberty House 
222 Regent Street 
LONDON W1R 7DB 
01-439 0666 



Spectrum, 

Commodore, 

Amstrad 

£9.95 



IQTHLORIEN 




N 



STOftM 




Mastertronic is the first company to accept the 
challenge to produce a Gauntlet st yle game. Ca 
Tony Hetherington braves the Storm, 





r 



tTalteman of Kemafl 






Points. 1 2 345 6789 10 11 12 13 1415 
16 17 18 19 20 



Thieving Abilities 



Picking pockets 



Removing traps 



Opening locks 



Objects Carried 



Thieves tools 
Short sword 



Gold Crowns 



\ D VENTURE 



Gordon Hamlett helps you add magic to 
your adventures 



Dungeon T 
Dressing [ 
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I n the summer of 1986 the crew of VIRGIN 
I ATLANTIC CHALLENGER once again 
attempt to win the coveted BLUE RIBAND 
title for Britain by crossing the ATLANTIC 
OCEAN in the record time of 3 days and 
10 hours. 

Virgin Games brings you the VIRGIN 
ATLANTIC CHALLENGE GAME. This arcade 
game is a fun simulation of RICHARD 
BRANSON’S part in this exciting and 
dangerous event. You must guide Richard 
at BREAK-NECK SPEED from one piece 
of equipment to another to keep the 
boat ON-COURSE and in good time and 
take vital MONEY-MAKING (or breaking) 
decisions that are telexed to him from 
all parts of the VIRGIN EMPIRE. 



,, £^95 



£ 8.95 



£ 8.95 



Available from all good Software Retailers or directly from Virgin with the tear-off slip below 



Please rush me my copy of the Virgin Atlantic Challenge Game! 



□ Spectrum 48/128 E7.9S □ Amstrad CPC 464/664/6128 £8.99 □ Commodore 64/128 C8.9S 
Teh appropriate boi 

Please mate cheques and postal orders to VIRGIN GAMES LTD and post to the address below. Please do not post cash. 

VIRGIN GAMES MAIL ORDER, 2/4 Vernon Yard, ftirtobello Road, London Wll 2DX. 
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DON’T MISS OUT! I 

Now that you have read this issue of 
Computer Gamer and you know how 
Interesting and invaluable it is, wouldn’t it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don’t have to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Cut out and send to: 
Computer Oamer 
Infonet Ltd., 

Times House, 

179 The Marlowes, ^ 
Hemel Hempstead, 

Herts. HP1 IBB. 






Please commence my subscription with the 
very next issue. 



Subscription Rates 
(tick □ as appropriate) 



£16.60 for 12 issues UK □ 

£21.50 for 12 issues overseas surface post □ 
£28.00 for 12 issues USA surface post □ 
£57.00 for 12 issues airmail □ 



I am enclosing my (delete as necessry) 
cheque / Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my Access □ 



Barclay card □ ■ 

i N i m . 




Depl.CGB, Regent House; 
Skinner lone 
Leeds LS7 1AX. 
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• Does your micro chat to 70,000 people across the UK? 

• Can your micro interview pop stars, hackers and doyennes 
of the computer industry? 

• Can your micro provide the answer to your technical and 
software problems? 

• Could your micro send and receive telex’s worldwide? 

• Does your micro do your shopping for you -and have it 
delivered to your door? 

• Is your micro an answering machine, delivering your 
private mail whenever you log-on? 



NO? Shame! 



soo- 






_ Telephone No_ 




® Hi there! This is the game I've always wanted to write, 
a really fast, testing arcade game. I love it and I can t 

stopplaying. 

! hope you get the same leeling ol 



(CBM64/128) Alligata Software Ltd., 1 Orange Street, Sheffield SI 4DW. Tel: (0742) 755796 (CBM64/128) 



- 




R'E'M'E'W'S 
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Its easy to 
complain about 
advertisements. 
But which ones? 



Every week millions of advertisements 
appear in print, on posters or in the cinema. 

Most of them comply with the rules 
contained in the British Code of Advertising 
Practice. 

But some of them break the rules and 
warrant your complaints. 

If you’re not sure about which ones they 
are. however, drop us a line and we ll send you 
an abridged copy of the Advertising Code. 

Then, if an advertisement bothers / 
you. you'll be justified in bothering us. 

The Advertising Standards Authority. W 




DOUBLE 

PHANTOM? 










I 




LEAPER 

Amazing all action arcade animation and 
sonics. Gribblies, 6 levels, 3 tunes, and 
even the last VW. The game you've been 
waiting for...C16, C64, Atari. 



JEEP 

COMMAND 

Escape through 
unchartered enemy 
territory under 
ferocious fire. Drive 
that jeep, Fire those 
guns, Jump the 
ramps. It’s fast, 
furious and addictive. 
C64.C16. 



HOODOO 

VOODOO 

Fight your way across 
the alien world of 
Krellis IX, defeat the 
Bloopalgrop Curse 
and become a 
Superheroooo. 
Powerful sounds and 
amazing scrolling 
graphics. C64. 



SBUGETTI 

JUNCTION 

Trainee-traffic cop 
Louigi is on the 
loose. Fie still thinks 
he’s sur le contignon. 
It's megapile-up time 
unless you take 
control. Spectrum. 



CRICKET 

Set the field, the 
pace, one player or 
two, and then 
thunder down the 
wicket to try and beat 
the ‘Merry Flackers! 
Fully animated action. 
BBC/Electron. 



OLLO 

’First Mission' and 
'The Final Assault on 
Olto! Ace action, 
stunning graphics 
and sonics straight 
from the arcades. 
C64. 



Argus Press Software Group, Victoria House. Leicester Place. London WC2H 7NB. 01-439 0666. 
For mail-order and 'Byte-me' T-shirts (small, med, large: £3). 
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BBC ELE CRON 



• 1 The 

/MOONSTONE 

• 1 of Arkra 

by Steve W. Lucas 



10 REM ** THE MOONSTONE OF AKKRA ** 

20 REM ** AN ADVENTURE FOR ELECTRON 4, 
BBC COMPUTERS ** 

30 REM ** BY S.W. LUCAS ** 

40 MODE6 : VDU 19 , 0 , 4 , 0 , 0 , 0 : PR1 NTTAB (8,2 
) "The Moonstone of Arkra" '' SPC13 ; "by S.W 
. Lucas" :YA9="1 can't go that way!":Y$=" 
0 . K . " : YB$="Don ' t be ridiculous" 

50 PRINT' "'For many years the tiny ki 
ngdom of Arkrahas been without its famou 
s moonstone “Your task is to recover t 
he moonstone and the other treasures s 
tolen by the Balrog." 

60 SA=0 :SB=0 : SC=0 : SD=0 : SE=0 : SF=0 : SG=0 
: SH=0 : SI=0 : SJ=0 : SK=0 : SL=0 : SM=0 : SN=0 : SP=0 
: SQ=0 : S R=0 : SS=0 : ST=0 : SU=0 : S V=0 : SW=0 : SX=0 
: SY=0 : SZ=0 

70 D1MS%(80,3) ,G$(35) ,B%(35) ,N$(30) ,N 
%(30),V?(4) , A ( 30 ) s RESTORE 100 : FORX- 1TO80 : 
FOR Y=0TO3 : READS %(X,Y) : NEXT :N EXT :Q$=STN I N 
G$(150," ") 

80 PRINT’ ' 'SPC4"Press the <Spaci> Ba in- 
to start" :*FX15,0 

90 REPEAT: UNTIL GET=32 
100 DATA0, 0,2, 0,0, 0,3, 1,0, 6, 0,2, 0,9, 5, 
0,0,0,6,4,3,11,7,5,0,0,0,6,0,0,9,0,4,0,1 
0,8,0,0,0,9,6,0,0,0,0,0,0,0,0,0,14,0,0,0 
,15,13,0,0,16,14,0,0,0,15,16,0,18,19,0,0 
,0,17 

110 DATA0, 20, 17, 0,19,28,21,0,0,0,0,20, 
0,23,0,0,22,0,0,0,0,27,20,0,26,0,0,0,0,2 

5.0. 0.24.0.0.29.20.0.0.0.0.0.27.0.0.34.3 

1.0. 27.0.32.30.0.36.33.31.0.0.0.32 

120 DATA30, 0,0, 0,0, 41, 36, 0,3 2, 0,0, 35,0 
,0,38, 0,0, 0,0, 37, 0,0, 40, 0,0, 0,41, 39, 35,0 
,42,40,0,0,0,41,0,0,44,0,0,0,45,43,0,0,4 

6.44.42.0. 0.45.0.52.48.0.44.0.0.47 

130 DATA0, 0,50, 0,0, 55, 5 1,49, 0,56, 0,50, 

47.0, 53,0,0,0, 54, 52,0, 58,0, 53, 50,0,0,11, 5 

1.0. 0.0. 0.0. 58.0.54.0. 59.57.0.0.0. 58.0.6 

6.61.0. 59.0.62.60.0.0.0.61.0.0.0.0.0.67, 

65.0. 0.0.66.64.60.0.0.65.64. 72.0.0.0.0.6 

9.0. 0.0.0.68.0.0.0.0 

140 DATA0, 0,0, 0,67, 0,73, 0,73, 76, 74, 72, 

74.77.74.73.0. 78.79.0.73.76.77.76.74.77, 

78.76.75.0. 0.77.0.0.0.75.0.0.0.0 

150 DATAstanding in a narrow gully at 



An adventure game 



for Electron and BBC Moonstone of Arkra, which. 




Arkra have mourned the loss of NOTE: commands MOST be 
their most prises possession, the given In CAPITAL letters! 



the bottomof a sheer rock face ., walking 
along a narrow footpath between two high 
mountains ., at the top of a small grassy 
hill. A narrow track leads west. 

160 DATAwalking through a neat garden. 
,in a beautiful garden full of shrubs an 
d flowers., by a garden gate. The path to 
the north leads into open countryside ., o 
utside a small hut. A sign on the door r 
eads 'LEAVE TREASURES INSIDE' . 

170 DATAon the edge of marshland. A no 
tice reads'Do not go West!'., by a large 
wooden gate., on the shores of a small la 
ke. There is an island in the middle., by 
the potting shed. Several small beau pi 
ants are growing here. 

180 DATAinside a small wooden hut. A f 
ire burns in a grate in the centre., outs 
ide a dark and gloomy castle. I can see 
no way in., on a woodland footpath. 

190 DATAon a landing stage. A few boat 
s are moored here., at the entrance t 

o a disused graveyard. A rusty chain is 
padlocked around the gates ., standing a 
t the side of a freshly dug grave. 

200 DATAon a lawn with a tall hedge on 
three sides., in a small quadrangle f 
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ill of tombstones by 



irge metal gate 



210 DATAoutside a small chapel. The do 
or is shutat the moment. A small lever p 
rotrudes from the wall . , inside an ornat 
e chapel. The door has closed behind m 
el., standing next to the altar. 

220 DATAoutside the graveyard. A path 
leads south and down from here., in t 

he living room. The woodcutter is asle 
ep in the chair., in the kitchen. The sin; 
k is full of dirty pots. 

230 DATAoutside a dark cavern. An enor 
mous rock engraved with strange runes bl 
ocks the way into the cavern., in a narr 
ow courtyard full of old bones ., outside 
the woodcutter's cottage., in a narrow pa 
ssage lit by an eerie glow 

240 DATAstanding in the entrance to th 
e Caverns of Tral . , in a wide east/west p 
assage. A smaller passage leads south a 
nd down from here . , in an enormous cavern 
filled with grotesque faces. 

250 DATAstanding in the central cavern 

A large green crystal hangs from above 
sending rays of light dancing down the 
passages., on a narrow rope bridge acros 
s a deep chasm. 

260 DATAin a small cavern. There is a 
tunnel high above my head leading eas 
t. A metalring hangs from the roof near 
to the tunnel., in a gloomy cavern. A 
rope hangs down into a cave below. 

270 DATAin the room of many mirrors., a 
t the end of a passage leading into the 
mountain., in a narrow east/west passage 
lit by daylight., in a narrow east wes 
t passage. A rope bridge lies to the n 
orth . 

280 DATAat the side of the bottomless 
pit. A drawbridge lies on the far sid 
e.,in the dwarf's cavern. It's full of 
small furniture. , at the end of a narr 
ow passage . 

290 DATAin an east/west passage lit by 
torches on the walls above my head., on 
an old wooden drawbridge ., in the crater 
of a long extinct volcano., in a small p 
assage. 

300 DATAin the branches of a giant bea 
nstalk. A wide passage leads east from h 
ere., at the entrance to a gloomy passage 
. , in the hall of the evil Balrog.,on a s 
teep footpath across a rocky terrai 

310 DATAat the top of the crater. A pa 
th leads east and down the mountainside 
.,on a path winding down the mountainsid 
e. There is a cave opening in the cliff 

face high above my head . The ground he 
reis very fertile. 




320 DATAin the evil Balrog's nest. Th 
ree giant Balrog eggs lie here., In the B 
alrog's Lair. The stench from the sout 
hern tunnel is too great ., standing at th 
e foot of the Tower of Darkness. The 
entrance is blocked by a force field. 

330 DATAon a bracken covered hillside. 
,by the West Gate of Jariz. Two evil 
hobgoblins stand guard., in a field of r 
ipening corn., on a large strip of concre 
te at the footof the west gate. 

340 DATAin an amphitheatre. A giant fl 
exes his muscles in the far corner., ins 
ide the bronze statue. A lizard with two 
heads peers down on me., on the banks or 
a wide and fast flowing river. An enorm 
ous bronze statue stands here. 

350 DATAon the banks of the river. It 
looks safeenough to cross here., in a fie 
Id of grazing cows ., in a farmyard. A dog 
lies asleep in the shade of the old bar 
n.,on the banks of a shallow river. A si 
gn reads 'Danger Quicksand' 

360 DATAoutside the old barn., inside t 
he old barn. A rickety ladder leads up 
into the hayloft., in the hayloft. A cat 
lies asleep in the hay. 

370 DATAoutside the farmhouse. It is 1 
ocked and I can see no way in. To the we 
st lies the forest., in a dark arid gloo 
my forest, in a dark and gloomy forest., a 
t the end of a narrow valley. 

380 DATAin a dark and gloomy forest., i 
n a dark and gloomy forest., in a small c 
learing. The path to the north leads 
into open countryside ., at the far end of 
the valley. A metal grate is set into 
the ground . 

390 DATAin a small hole under the grou 
nd . , a tiny little beanstalk, 11 , BEANSTALK 
, an oilcan, 12, OILCAN, a small key, 1, KEY, a 
vacuum cleaner, 26, VACUUM, a silver vase, 
25, VASE, a pair of rubber gloves, 26, GLOVE 
S 

400 DATAa magic wand, 23 , WAND, a bottle 
of gin, 25, GIN, a book of magic spells, 28, 
BOOK, a gleaming sword, 9, SWORD, " " , 24, , a 
pile of leaves, 24, LEAVES, a menacing vam 
pire, 33, VAMPIRE, a golden crucifix , 22 , CRU 
CIFIX 

4i0 DATAa giant slug, 35, SLUG, a jar of 
salt, 38, SALT, a **GOLD NUGGET**, 56, GOLD, A 
**BAR OF SILVER**, 71, SILVER, the **MOONS 
TONE OF ARKRA**, 80, MOONSTONE, a ** LARGE D 
IAMOND**, 63, DIAMOND, a giant , 62 , GIANT 

420 DATAa flame thrower, 55, FLAMETH ROWE 
R, a crowbar, 63, CROWBAR, a row of three bu 
ttons, 64, BUTTONS, a small dog, 54, DOG, an a 
ngry farmer , 72, FARMER, "", 72, a **PEARL 
NECKLACE** , 43 , PEARL, a **RUBY** , 39 , RUBY, 
a ** PLATINUM BAR**, 57, PLATINUM 

430 RESTORE390 : READQS : FORX=lTO30 : READG 
5 (X) ,B% (X) ,N$ (X) :N% (X)=X: NEXT: S%=0 : P%=7 : 
CLS 

440 REPEAT: PROCgame: UNTIL S%>9 

450 CLS : PRINTTAB (9,6); "W ell Don 
e'"''"You have found all the treasures 
and have solved this adventure" 

460 END 



470 DEFPROCscore : S%=0 : IFB% ( 13 ) =1 2THENS 
*=S%+1 

480 IFB*(15)=12THENSS=S*+1 
490 IFB*(17)=12THENSS=S%+1 
500 IFB*(18)=12THENS*=S*+1 
510 IFB% { 19 )=12THENS*=S*+1 
520 IFBS(20)=12THENS*=S*+1 
530 IFBS(21)=12THENS*=S%+1 
540 IFB* ( 28 )=12THENS*=S%+1 
550 IFBS(29)=12THENS*=S%+1 
560 IFB* ( 30 ) =1 2THENS*=S*+1 
570 ENDPROC 
580 DEFPROCgame 
590 PROCscore 

600 RESTORE150:FORX=1TOP% : READQ? : NEXT: 
PRINT' "1 am :-"'Q? 

610 IFP%=20ANDSS=0THENPRINT"A howling 
wolf blocks my way "ELSEIFP%=36ANDST=1THE 
NPRINT"A rope hangs down from the hook." 

620 IFP%=44ANDSX=0THENPRINT"A ghost bl 
ocks my way to the South . "ELSEIFP%=69AND 
SZ=0THENPRINT"An old tramp blocks my way 

630 a?= " " :IFS%(P%,0)> 0THENa?= "North" 
640 IFSS(P%, 1 )>0ANDLEN(a? )>0THENa?=a? 
+ " .South "ELSEIFS% (PS, l)>0THENa?=" South" 
650 IFS% ( P% , 2 ) >0ANDLEN( a? ) >0THENa?--=a? 
+ " ,East"ELSEIFS®(P%, 2)>0THENa?="East" 

660 IFS*(P*,3)>0ANDLEN(a? )>0THENa?=a? 
+" , West"ELSEIFS% ( PS , 3 ) >0THENa?="West '' 

670 IFP%=70RP*=210RPS=290RPS=640R(P%=6 
9ANDSH— 1 )THENa?=a?+", In" 

680 IFPS=120RPS=63Tl!ENa?="Out"ELSEIFPS 
=220RP*=25THENa?=a?+" , Out" ELSEIFPS=70TH 
ENa?="Up,Out"ELSEIFPS=80THENa?="Up" 

690 IFPS=54ANDSL=1 THENa?=a?+" , Up"ELSE 
IFPS=370RP*=490RPS=79THENa?=a?+" , Down "EL 
SE IFP*=71THENa?=" Down" 

700 IFLEN ( a? ) <lTHENa?= "Nowhere obvious 

710 PRINT' "I can go : '-a? ' :E=0 :F0RT%= 
1T030 : P=0 : IFB* ( T* ) =P*THENP=1 
720 IFP=1THEN740 
730 NEXT:GOTO760 
740 IFE=0THENPRINT" I can see 
750 PRINTG? (T% ) : E=1 :GOTO730 
760 Z?=" " :PRINT ' "What shall I do now " 

; : 1NPUTZ? : B?=LE FT? ( 2$ , 2 ) : C$=LEFT? ( Z? , 3 ) : 
0?=LEFT?(Z?, 3) : VDU7 :CLS : IFC$="OUT" ORD$= 
"GO 0"THENPR0Cout ELSEIFC$="£ J RA"THENPROC 
pray 

770 IFCS="IN"ORD5="GO I "THENPKOCin ELS 
E IF(U$="N"ORD$="GO N" ) ANDS* ( PS , 0 ) >0THEN 
P%=S*(P%,0) EI.SEIF(B$="N"ORD$="GO N")THE 
NPRINTYAS 

780 IF(B$="S"ORD$="GO S" )ANDS% ( P* , 1 ) >0 
THENPS=S%(Pi, l) ELSEIF(B$="S"ORDS="GO S" 
JTHENPRINTYA5 

790 IF(B$="E"ORD$="GO E" ) ANDS* ( PS , 2 )> 0 
TliENP*=S*(PS,2) ELSEIF(B$="E"ORD$="GO E" 
)THENPRINTYAS 

800 IF ( B$="W"ORD$="GO W" ) ANDS* ( PS, 3 )> 0 
THENP*=S*(PS,3) ELSEIF(B5=''W"ORD$="GO W" 
)THENPRINTYA5 

810 IFC$="SCO"THENPRINT "You have score 
d " ; S* ; " out of 10" ELSEIFC$="GET"ORCS=" 
TAK"0RC$= "GRA"THENPROCget 

820 IFC5="I "ORC$=" INV "THENPROCinvent E 
LSEIFC$="DRO"ORC?="LEA"ORC$="PUT"THENPRO 
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Cleave ELSEIFC$=" WEA "THENPROCwear ELSEIF 
C?="PUL" THENPROCpull 

830 I PC 5= " WAV " TH ENP ROCwa ve ELSEIFC$="R 
EA “THENPROCread ELSEIFCS= "SAY" ORC$="TAL 
"ORC5=" REP "THENPROC talk ELSEIFC5="PAD"TH 
ENPROCp addle 

840 IFCS=''ATT"ORC$ = "KIL"ORCS="STA"THEN 
PROCkill ELSEIFC$="SEA"THENPROCsearch EL 
SE I FC 5= " TH R " THENP ROC th row ELSEIFC$="CLI" 
THE NPROCc limb ELSEIFC$="PLA"THENPROCplan 

850 IFC$="UP"ORD$="GO U"THENPROCup ELS 
E IFC$=" DRI "THENPROCdrink ELSEIFC$="G1 V" 
THENPROCgi ve ELSEIFC5="USE''ORC$="PRI "THE 
NPROCuse ELSEIFC5="SWI "THENPROCswim ELSE 
IFC$="UNL"THENPROCunlo 

860 IFC$= "OIL"THENPROCoil ELSEIFC$="FI 
L "THENP ROCf ill ELSEIFC5="POU"THENPROCpou 
r ELSEIFC$="DOW"THENPROCdow ELSEIFC$="PR 
E "THENPROC press ELSEIFC$="HEL"THENPRINT" 
I haven' t a duel " 

870 ENDPROC 

880 DEFPROCout : IFPS=12THENPRINTY5 : P%=7 
: ENDPROC ELSEIF ( P*=22ANDSA=0 )THENPRINT"T 
he door’s lockedl ENDPROC ELSEIFPS=22TH 
ENP%=21 : PRINTY5 : ENDPROC 

890 I FP%=25THENP%=29 : PRINTY$ : ENDPROC E 
LSEIFPS=63THENP%=64 : PRINTY? : ENDPROC ELSE 
IFP%=70THENP*=69! PRINTY$ : ENDPROC ELSEPRI 
NT "Don' t be absurd 1 ENDPROC 

900 DEFPROCpray : PRINTY? : FORX=lTO2 : FORY 
=255T01STEP-10 : SOUND1 , — 1 5 , Y, 1 : NEXT : NEXT : 
IFP% <220RP% >23THENPRINT "That made me fee 
1 better 1 ENDPROC 

910 IFSA=0THENPRINT"The door openedl": 
SA=1 : ENDPROC 

920 PRINT"The door closed! Q$ ( 22 ) =Q$ ( 
22)+“The door has closed behind me!”: 
SA=0: ENDPROC 

930 DEFPROCin : I FP*=7THENP*=12 : PRINTY$ : 
ENDPROC ELSEIFP%=21 ANDSB=0THENPRINT"The 
door's locked ENDPROC 

940 IFP*=21THENP%=22 : PRINTY? : ENDPROC E 
LSEIFP*=29THENP%=25 : PRINTY? : ENDPROC ELSE 
IF ( P*=64ANDSC=0 ) THENPRINT"The way in is 
closed! " ! ENDPROC ELSEIFPS=64THENP%=63:PR 
INTY?: ENDPROC 

950 IFP*=69ANDSH=1THENP%=70 : PRINTY? :EN 
DP ROC ELl?EIFPS=69THENPRINT"He won't let 
me ! " : ENDPROC ELSEPRI NT" Don ' t be silly!": 
ENDPROC 

960 DEFPROCget : PROCcheck : IFL*<1THENEND 
PROC 

970 E%=0 : FORX=lTO30 : IFB* (X)=P*ANDNS (R) 
=X THENE%=1 

980 NEXT: IFE*=0THENENDPROC ELSEIF(R=13 
ANDSI=0)OR( R=15ANDSJ=0 )OR (R=21ANDSN=0)O 
RR=26THENPRINTYB?:ENDPROC 

990 IFR=12THENPRINT"I can't carry them 
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alll " : ENDPROC 

1000 E%=0 : F0RX=1T04 : I FV$ ( X ) = " "THENV? ( X ) 
=G? (N% ( R) ) :E%=1:X=6 

1010 NEXT: IFE%=0THENPRINT" 1 1 in so sorry 
my hands are full! “ :ENDPROC 
1020 B% (N% ( R) ) =0 : A ( R) =1 : ENDPROC 
1030 DE FP ROC check :L?=" " : XX=INSTR( Z? , " 

) :R=0:L%=0:L?=RIGHT?(Z?, (LEN(Z?)-XX) ) 

1040 I FLEN ( LS ) < 2THENENDPROC 
1050 FORX=1T030 : IFLEFT? (N? (X) , LEN ( L? ) )= 
L?THENL%=1 : R=X 
1060 NEXT: ENDPROC 
1070 DEFPROCinvent 

1080 e=0 : PRINT ' "I am carrying :-":FORX= 
1T04 : IFVS (X) <> " "THENPRINTV? (X) : e=l 
1090 NEXT: IFe=0 THENPRINT "Nothing at al 
11": ENDPROC 

1100 IFA( 6 )=2 THENPRINT" I 'm wearing the 
gloves" 

1110 IFA( 5 )=2 THENPRI NT "The vase is ful 

1120 P ENDPROC 
1130 DEFPROC leave 

1140 P ROC check : IFL%<1 THENPRINT" I don't 
have one! " : ENDPROC 

U 50 E%=0:FORX=lTO4:IFV$(X)=G?(N%(R)) T 
HENV?(X)=" ":E%=1 

1160 NEXT: IFE%=0THENPRINT"I 'm not carry 
ing ";L?: ENDPROC 
1170 B%(N%(R) ) =P% : A ( R) =0 
1180 IFR=25ANDP%=72THENPRINT"He smiles 
at me and says, 'I've searchedall day fo 
r him. Here is a gift which will be us 
eful in your quest !" :G? ( 27 )="a sling":B% 
(26)=Q:B%(25) =0 :N? ( 27 )=" SLING" 

1190 ENDPROC 

1200 DEFPROCwear : PROCcheck : IFRO 6THENPR 
INT" Don't be silly! '': ENDPROC 
1210 IFA( 6 ) =0THENPRI NT" 1 don't have the 
in" : ENDPROC ELSE IF A ( 6 )=2THENPRINT" I ' m a 
Iready wearing them . " : ENDP.ROC 
1220 A( 6 ) =2 : PRINTY? : ENDPROC 
1230 DEFPROCpull : PROCcheck: I FP% o 21 OR 
LEFT? (L? , 3 ) <> "LEV" THENPRINTYB? : ENDPROC 
1240 I FA ( 6 ) < > 2 THEN E?="A violent surge 
of electrical current flows through m 
y body! I am dead! ": PROC lose 
1250 PRINT "The door 



1330 DEFPROC read : IFA( 9 ) =0THENPRINT"I ha 
i/e nothing to read! ": ENDPROC 



',Z$ 



: do you v 



' :SB=l:ENDPRO 



1260 DEFPROC lose : CLS : PRINTE? -' "Pres 

s the < Space Bar> for another game." 

1270 *FX15 , 0 

1280 REPEAT : UNTIL GET=32 
1290 RUN 

1300 DEFPROCwave: PROCcheck: IFR<> 7THENPR 
INTYB?: ENDPROC 

1310 1FA(7)=0THENPRINT"I don't have it! 
“ : ENDPROC ELSEIFP%<>42 OR S%(42,l)>0 THE 
N PRINT "Noth ing happens !": ENDPROC 
1320 PRINT"The drawbridge comes down!": 
S% ( 42 , 1 ) =46 : ENDPROC 



70 



1360 IFP%< > 27THENPRINTY? ? " nothing happ 
ens 1 " : ENDPROC 

1370 IFZ? O " SDFDA " TH ENP RI NT " nothing hap 
pens 1 " : ENDPROC 

1380 I FA ( 0 ) =0THENP RI NT "It didn't work I' I 
: ENDPROC 

1390 A( 0)=0 :S%(27,1)=31 : PRINT "The caver I 
n opens ": ENDPROC 

1400 DEFPROCpaddle : IFP%=65THENP%=68 : PRI 
NTY$: ENDPROC ELSEIFP%=68THENP%=65 : PRINTY 
? : ENDPROC 

1410 IFP%=10ORP%=64ORP%=15THENPRI NT "The 
water's too deep! " : ENDPROC ELSEPRINTYB? 

: ENDPROC 

1420 DEFPROCkil 1 : PROCcheck : IFR=130RR=15 
0RR=210RR=250RR=26THENPRINT "That would b 
e suicide! " : ENDPROC 

1430 IFLEFT? (L$, 3 )<>"WOL" ORP%<>20 THEN | 
PR1NTYB?: ENDPROC 

1440 IFA(10)=0THENE?="The wolf attacks 
me first! “:PROClose 

1450 PRINT "The wolf dies ! " : S% ( 20 , 3 )-24 : 
SS=1 : ENDPROC 

1460 DEFPROC search: IFP%<> 24THENPRINT" I 
can't see anything special !": ENDPROC 
1470 IFSF=0THENSF=1: PRINT"! see somethi 
ng ! " :G? ( 11 )="a long rope with a hook att 
ached " :N? ( 11 )="ROPE" : ENDPROC ELSEPRINT"I 
see nothing !" :ENDPR0C 

1480 DEFPROC throw: PROCcheck : IFR< > 11THEN 
PRINT"! see no point in that 1 ": ENDPROC 
1490 IFA( 11 )=0THENPRINT"I don't have it 
! ": ENDPROC 

1500 IFP%<>36 THENPRI NT " The hook doesn 
t catch onto anything . " : ENDPROC 
1510 IFSG=0THENSG=1 : PRINT"The rope catc j 
lies onto something 1 ": ST=1 
1520 F0RX=1T04 : IFV? (X)=G? (11 ) THENV? (X )= 

1530 NEXT: ENDPROC 

1540 DEFPROCclimb: PROCcheck: IFP%=54ANDS 
L=l THENPRINTY?:P%=49: ENDPROC 
1550 IFR<>11THENPRINT"I can only climb 
a rope 1 " : ENDPROC 

1560 IFP%<360RP%>37THENPRI NT "Not here!" 

: ENDPROC ELSE IFSG<> 1THENPRINT"I can t d 
o that just yeti": ENDPROC 
1570 IFP%=36 THENP%=37: PRINTY?: ENDPROC 
1580 P%=36: PRINTY?: ENDPROC 
1590 DEFPROCup: IFP%=70THENP%=71 : PRINTY? 

: ENDPROC 

1600 IFP%=80THENP%=79 : PRINTY? : ENDPROC E 
LSE1F ( P%=36ANDSG=0 ) THENPRINT "Not yet! " :E 
NDPROC 

16 10 IFP%=36THENP%=37 : PRINTY? : ENDPROC 
1620 IFP%=54ANDSL=1THENP%=49: PRINTY? :EN 
DPROC 

1630 PRINT" I can't do that herel":ENDPR 
OC 

1640 DEFPROCdr ink: PROC check: IFR<> 8THENP 
RINT"Don't be silly l ": ENDPROC 
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1650 IFA(8)=0 THENPRINT “I don't have an 
yl " :ENDPR0C 

1660 PRINT " I drink the gin and, in a dr 
unken stupor, fall and break my neckl":PR 
OC lose 

16 70 DEPPROCgive : PROC check: IFR08THENPR 
INT"1 1 m not giving away 1" : ENDPROC 

1680 IFA( 8 )=0THENPRINT"I don't have any 
1 " : ENDPROC 

1690 IFP%<> 69THENPRINT"There ' s nobody h 
ere who would like it i '': ENDPROC 
1700 A( 8 )=0 :F0RX=1T04 : IFV§ (X) =G$ (8 ) THEN 
V? (x)=" " 

1710 NEXT: PRINT "The tramp thanks me and 
walks away!":SZ=l 
1720 SW=1:SH=1: ENDPROC 

1730 DEFPROCuse: PROCcheck : IFR=4ANDA ( 4 ) = 
0THENPRINT"I don't have it!":ENDPROC 
1740 I FR=4ANDP%<>44THENPR1NT "Nothing ha 
ppens ! " : ENDPROC 

1750 IFR=4THENPRINT"The ghost disappear 
sinto the bag !": S% (44, 1 ) =48: SX=1 : ENDPROC 
1760 IFR=14ANDA(14)=0THENPRINT"I don't 
have it i " : ENDPROC 

1770 IFR=14ANDP%<> 33THENPRINT "There ' s n 
ot much pointl ": ENDPROC 
1780 IFR=14THENPRINT"The vampire flees 
for his life and leaves something b 

ehind. " :S1=1 :G$ ( 13 )="a **JADE RING**" :NS 
( 13 )="JADE" : ENDPROC 

1790 IFR=16ANDA(16)=0THENPRINT"I don't 
have it! " : ENDPROC 

1800 IFR=16ANDP%< > 35THENPRI NT "There ' s n 
ot much point! " : ENDPROC 
1810 IFR= 16 THENPRINT "The slug shrivels 
to nothing and leaves something on the g 
round. ":G?( 15 )="a **SILK PURSE**" :N$ (15 ) 
="S1LK":SJ=1:ENDPR0C 
1820 IFR=22ANDA ( 22 )=0THENPRINT " I don't 
have it! " : ENDPROC 

1830 IFR=22 AND (P%=35 0 - RP%=7 2 ORP%=62 
0RP%=44 ORP%=33) THEN E5="It explodes an 
d covers me in f lames PROC lose 
1840 IFR=22ANDP% <>59THENPRINT"There ' s n 
ot much pointl " :ENDP ROC 
1850 IFR=22THENPRINT"The flames drive t 
hem away !":S*( 59, 2) =61: ENDPROC 
1860 1FR=23ANDA(23)=0THENPRINT"I don't 
have it ! " : ENDPROC 

1870 IFR=23 AND P% <> 79THENPRINT"There ' s 
not much point !": ENDPROC 
1880 IFR=23 AND SM=0 THENPRINT "The grat 
e opens! ":SM=1: ENDPROC 
1890 IFR=27ANDA( 27 ) =0THENPRINT" I don't 
have it 1 " : ENDPROC 

1900 IFR=27 ANDP%<>62 THENPRINT "The sli 
ng is of little use here 1 ": ENDPROC 
1910 IFR=27AND SN=1 THENPRINT "I can't u 
se it twice !":ENDP ROC 
1920 IFR=27ANDSN=0THENSN=1 : PRINT "That ' s 
done the trick! The giant fades away a 
nd leaves something behind. " :GS (21 )="an 
** EMERALD* *“ : N$ ( 21 )= "EMERALD" : ENDPROC 
1930 PRI NT "I can't use ";L$f" herel":EN 
DPROC 

19 40 DEFP ROC swim : I FP%=10THENP%=15 : ENDPR 
0C ELSE1FP%=15THENP*=10: ENDPROC ELSEIFP% 
=650RP%=68THENPRINT"The water's not deep 
enough" :ENDPROC 
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1950 IFP%=640RP%=8THENES="1 drown!": PRO 
Close ELSEPRINT"Don‘ t be silly !" :ENDPROC 
1960 DEFPROCunlO: IFA( 3 )=0THENPRINT " I ha 
ve no key 1 " : ENDPROC ELSEIFSK=0ANDP%=16TH 
ENPRINT"The lock's too rusty !" : ENDPROC 
1970 IFP%=16THENPRINTY$ ' "The chain come 
s loose! ":S%(16, 1)=17 : ENDPROC ELSEPRINT" 
I see no keyhole! ": ENDPROC 
1980 DEFPROCoil : IFP%< > 16THENPRINT " I can 
•t": ENDPROC ELSEIFA( 2 )=0THENPRINT"No oil 
! " .-ENDPROC ELSEPRINTYS : SK=1 :ENDPROC 
1990 DEFPROCplant : IFA ( 1 )=0THENPR1NT" I c 
an ' t !": ENDPROC ELSEIFP% <> 54THENPRINT "The 
ground’s too hard! ": ENDPROC 
2000 F0RX=1T04:IFV$(X)=G$(1 )THENV$(X)=" 
" : PRINTY? 

2010 NEXT : G$ ( 1 ) = " A tiny little beanstal 
k murmuring water .water .water" : B% (1)=54: 
N$ (1) = '"':A(1)=2: ENDPROC 
2020 DEFPROCf il 1 : IFA( 5 ) =0THENPRINT"Fill 
what?" : ENDPROC ELSEIFP%=100RP%=1 50RP%=2 
60RP%=640RP%=68THENPRINTY$ : A( 5 )=2 : ENDPRO 
C ELSEPRINT" I can ' t 1 ": ENDPROC 
2030 DEFPROCpour : IFA ( 5 ) <> 2THENPRINT" I c 
an' t" : ENDPROC ELSEPRINTYS : A ( 5)=1 
2040 IFPS <> 540RA( 1 ) <> 2THENENDPROC 
2050 IFSL=0 THENP RI NT " The beanstalk spu 
rts into growth ." :GS ( 1 )="An enormous bea 
nstalk reaching into the clouds .": SL=1 : E 
N DP ROC 

2060 DEFPROCdoW: IFP%=37THENP%=36 : ENDPRO 
C ELSEIFP%=49THENP%=54: ENDPROC ELSEIFP%= 
71THENP%=70:ENDP ROC ELS E I FP %=‘7 9 AN DS M=0TH 
ENPRlNT"The grate's locked! ": ENDPROC 
2070 IFP%=79THENP%=80: ENDPROC ELSEPRINT 
"I can' t" : ENDPROC 

2080 DEFPROCpress : IFP%< >64THENPRINT" not 
lie re 1 " : ENDPROC ELSEPRINT"A door opens!" 





WORLOK 



by Gary Watson 

In the mists of tlxne, long, long 
ago, there was a land ruled by the 
evil WORLOK This creature was 
known throughout the land 



30 that they had spend what fa 



• throughWlerd 



portal within the castle, the 
Worlok would be destroyed 
the back of your 
i aware of what evil 
are rife in'the village of strange 



sulfred Constantly, t 



that you oan bring this atlonwer 
d Worlok's 

as the villagers these sc 

REM WORLOK ITHE EVIL ONE] 

ICI 1986 COMPUTER GAMER 
REM GAME DESIGNED AND PROGRAMMED 
BY GARY WATSON 

0 P0KE53280 . 0 : P0KE5 3281.0: POKE5 3265 . P 

0 POKE53272 . 28 : POKE52 , 98 : POKE56 . 48 : CL 
0 P0KE56334 . PEEK (563341 AND254 



Tales of flying skulls and strange 
So onSfthe task at hand Qastavl 
Enter the castle at your peril! 



FORA- 1 2800T01 3183 
FORA-12608TO12623 
0 DATA255 . 255 . 255 . 1 



8 DATA107 , 10 



72 



7^DATA192.19 



4 DATA 198. 8 

8 DATA 104 . 9 
1 DATA85 . 85 



POKE53282. 14:POKE53283.7 
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2009 GOT02005 

2010 GOSUB10120 



!3 POKEV-16.PEEKIV.16) *64; IFF5-1THEN20 

!4 GOSUB10002 
!S GOSUB10060 

17 I FPX '24ANDPX' 31 ANDPY >145 ANDPY' 152TH 

18 I FPX .'140ANDPX' 149ANDPY M44ANDPY' 155 

19 IFPEEK I V*30) -3THEN61000 
)0 GOTO2025 

II F5-1 : FORN“lTO206 :P0KEV+41 , N ;NEXT 
" 15 : GOSUB10002 

PXOl ANDPY > 145 ANDPY< 152TH 

2035 I FPX746ANDFX' 59ANDPY H45ANDPY<152TH 

2036 GOT02033 

2040 GOSUB10122 

2041 GOT02000 



2057 G0T02054 

2060 G05UB10122 

2061 GOT02020 

2065 POKEV+21 .65 :G0SIJB 10002 

2066 GOSUB10060 

2067 1 FPX '24ANDPX-: 31ANDPY 3145ANDPY' : 
FM2060 

>8 G0T02066 

•9 iGOSUBlOHO 



2103 GOSUB10002 

2104 GOSUB10060 

2105 G0SUB10052 

EN21 1 5 FPX > ’ ,6ANDP): ' " 9kKDp 7 ' 145 ANDPY' 152TH 
2107 1FPX '-.65ANDPX>. 171ANDPY-16BTHEN2110 

2109 GOTO2104 ANDPX ;71ANDPV ' 126THEN2i2 ° 

2110 G0SUB10120 

2111 GCJT01040 



1FPX-N-12THEN610U0 
N-N- 1 i G03UB1 0060 
1 FPX >1 33ANDPX- 148ANDPY>1 
THEN2180 

EN2190 FPX M6ANDPX<59ANDPY>145ANDPV< 152131 
G0T02166 

:GOSUB10002 



EN219t> FP X > ' ,6ANDPX<59ANDPV >145ANDPY< 152TH 
2184 I FPX >24ANDPX< 31 ANDPY .'145ANDPY' 152TH 
G0TO2182 
G0SUB10124 



IFPEEK I V * 30 1 -3THEN 1 0 180 
I FPX >46ANDPX<59ANDPY >145ANDPY< 152TH 



12 GOSUB10050 

3 GOSUB10002 

4 G0SUB10052 



1V+23 . 49 :G0SUB10110 



lb 
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N-130T0220STEP3 : POKEV+4 



X >24ANDPX> 31 ANDPY >145 ANDPY'. 1' 

X >46 ANDP X< 59ANDPY >145 ANDPY' 1! 



2293 G05U810002 

2294 GDSUB10060 

2295 IFPEEKIV+301 “5THEN10190 

2296 I FPX >24ANDPX'31ANDPY>145ANDPY< 15 



2301 IFPX>24ANDPX< 31 ANDPY >145 ANDPY' 15 

2302 GOSUB10060 



( V+16) +64 :GOSUB101 10 

2 GOSUB10050 

3 GOSUB10002 

4 GOSUB10052 

5 GOSUB10060 



XV165ANDPX' 171ANDPY-168THEN2320 
59ANDPY >145ANDPY< 152TH 



2318 1 FPX >24ANDPX< 31ANDPY H45ANDPY' 1 

2319 G0T02314 

2320 GOSUB10120 

2321 GOT02230 

2325 GOSUB10124 

2326 G0T02520 
2330 G05UB10122 
2340 GOSUBIOOOO 



4 GOSUBlOllO 

5 GOSUB10002 



E2-1THEN2450 



X*: 59ANDPY > 145ANDPY< 15 



3 1FPX 7216ANDPX' 2 
THEN23B0 
2350 G0TO2346 



9-166TO180 : P 



2402 1FPEEKIV.30I-9THEN2430 

2403 IFPX>46ANDFX<59ANDPY >145ANDPY'l 

2404 GOTO2401 
2430 GOSUB10170 

2450 POKEV+21 .23:GOSUB10002 



3 IFL-1THENG0T02540 
9 IFL-2THENG0T02545 
9 IFL-3THENG0TO2550 
1 I FL-4THENG0T02555 






(>24ANDPX< 31ANDPY>145ANDPY< 1 
X >46ANDPX< 59ANDPY H45ANDPY' 1 



2 :G0T02532 

0 1FBX-100THEN2526 

1 BX-BX-2 : G0T025 32 

5 IFBX-240THEN2526 

6 BX+BX+2: GOTO 2532 
0 GOSUB10122 



3 GOSUS10002 



2580 POKEV+21 . 65;GOSUB10002 

2581 1 FPX 724ANDPX' 31 ANDPY >145ANDPY< 1 

2582 GOSUB10060 

2583 G0T02581 

2590 GOSUB10122 

2591 GOTO 2520 
2600 GOSUBIOOOO 



C(V« 16) +64:GOSUB10110 

>03 IFC5-1THEN2630 

>04 GOSUB10002 

>05 GOSUB10060 

>06 IFPEEK(V*30)-3THEN10210 

>07 I FPX >24 ANDP X< 31 ANDPY >145ANDPX< 152TH 

>08 IFPX>46ANDPX<59ANDPY>145ANDPX'152AN 

:5-lTHEN2625 

>09 GOT02605 

520 GOSUB10122 



E2-1ANDB3-1ANDC5-1ANDF4-1 



33 1FPX>46ANDPX'59ANDPY>145ANDPX< 152AN 

5-1THEN2625 

36 G0T02631 

70 FORR-13TO206 : POKEV+43 . R ; NEXT 
30 POKEV+21. 0:PR1NT"(CLR> (DOWN) (DOWN) ( 
rfN) (PUR) CONGRATULATIONS (YEL)YOU HA 



T 




mi 



10141 IFPX>165ANDPX< 171ANDPY-126THENGOTO 

10142 IFA-OTHEN1108 

10143 IFA-1THENU89 

10160 PRINT" (HOME) (YED (DOWN1 (DOWN) ";A$ 

10161 PRINTBS 

10162 PRINTCS 

10163 E5"l : POKEV+21 ,65 : RETURN 




10211 PRINT" (RGHT) (RGHT) (RGHT) ( RGHT) (RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) ":ES:E$: 



10212 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) ";E$:E$: 
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through^ the^lrdera and robots 
to reach her. Careful, precise 
control ' ' ' " " 



Grti press ROW/STOP It 
SHIFT and CLK/HOME. Then 
type 'Z = 4:C0NT and press 
RETUWJ. 
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90 RETURN 

200 IFSW-OANDf (C0AND129) -129)THENSW-1:P0 
KEV+21 . 127 :GOSUB400 :GOSUB440 :G0T076 
202 IFSW-OANDl (C0AND1 ) -1)THENGOSUB450:GO 
SU8300 : 60T014 

204 IFSW-1AND( ( CORND1 ) - DTHEN210 
206 GQT076 

210 I FT (COAND3) -3) THENWS-2041 : SC-SOIOOO 
100T0220 

212 IF ( ( COAND5) -51 THENWS-2042 : SC-SCt 1000 
:G0TO220 

214 IF ( (COAND9) -9)THENWS-2043:SC-SC+1000 
:GOTO220 

216 IF ( (C0AND17) -171THENWS-2044 ;SC-SC*10 
00 ;GOTO220 

220 Z-Ztl:K-240:GOSU8400 

222 POKEWS.K.K-K+l : IFK-250THENGOSUB490:P 

0KEV+ 30,0. GOSUB5 00 : GOSUB400 : G0T076 

224 I FK-244THENK-249 

226 FORT— 1T050 : GOSUB410 : NEXT : G0T0222 




) "isc 

266 PRINT" (DOWN) (DOWN) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (LGRN) PRESS (LRED)FIRE (LGRN)TO GO AGA 

268 PRINT" (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (LBLU)OR ( 
LRED) O' (LBLU) TO QUIT" 

270 GETAS: IFPEH< (56321) -239THENCLR: RESTO 

272 IFAS< >"Q"THEN270 
274 SYS64738 

299 REM* LEVEL 1 GRAPHICS 

302 POKEPS*T .91: POKEPS*T*LF . 7 : G0SUB4 1 0 
304 POKEPS+T— 40. Ill :POKEPS+T-40+LF. 10 
306 POKEPS+f+40 .119: POKEPS*T*40*LF, 1 0 

300 NEXT:F0RT-25T039 .GOSUB410 
310 POKEPS+T .91: POKEPS+T+LF . 7 

312 P0KEPS+T-40 .111: POKEPS*T-40*LF . 10 
314 POKEPS+T+40 ,119: POKEPS*T*40*LF . 10 
318 FORT-PSTO1999STEP40:GOSUB415 






210ANDYK230THENX1-X1 
>: RETURN: REM R/p 
'• RETURN 

I FSP-10THENSP-5 :GOSUB508: RETURN 
. - 10SUB5 1 0 : RETURN 
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540 RETURN 

550 IFBS-233THENBS-232: RETURN 
552 1FBS-231THENBS-230 .RETURN 
554 RETURN ^ 2V7T 

562^ RETURN ^ ^ JOYSTICK BITS 

600 IFY1>60THENY1-Y1-SP:BS-234:RETURN:RE 

601 RETURN 

602 lFYl<228THENYl-Yl+SP:BS-235 : RETURN :R 

603 RETURN 

604 XI -Xl-SP : BS-233 : RETURN ; REM LEFT 

605 RETURN 

606 IFYl>60THENXl-Xl-SP:Yl-Yl-SP:BS-233: 
RETURN: REM L/U 

607 RETURN 
.RETURN: REM L/D 

609 RETURN 

610 X1-X1*SP:BS-231: RETURN. REM R 

611 RETURN 

612 IFY1>60THENX1-X1+SP:Y1-Y1-SP: RETURN: 

613 RETURN 

614 IFY1< 228THENX1-XH-SP : Y1-Y1+SP .RETURN 

615 RETURN 

616 I FSP-10THENSP-5 : GOSUB640 : RETURN 
618 I FSP-5THENSP-10 : GOSUB642 : RETURN 
620 RETURN 

630 IFMSB-0ANDX1 A255THENX1-X1-255 :P0KEV+ 
16. (PEEK(V+16) +1) : POKEV. XI: MSB- 1: RETURN 
632 1FMSB-1ANDXK 0THENX1-X1+255 .POKEV+16 
. (PEEK(V+16)-1) .POKEV. XI: MSB-0 .RETURN 
634 I FMSB-0 ANDX 1 < 24THENX 1 - 24 : RETURN 
636 IFMSB-1ANDX1 >66THENXl-66 .RETURN 
638 RETURN 

640 PRINT" (HOMEI (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (R 
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R 
GHT) NORMAL " : RETURN 

642 PRINT” (HOME) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOW 
N) (DOWN) (DOWN) (DOWN) (DOWN) (RGHT) (RGHT) (R 
GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (R 
GHT) THRUST” : RETURN 

644 PRINT" (HOME) (DOWN) (DOWN) (DOWN) (DOWN) 
(DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (DOWN) (RGH 

GHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) 
(RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGHT) (RGH 
T) (RGHT) (RGHT) (LBLU) LIVES: (WHT) ":FL: " (LE 
FT) RETURN 



OSUB1300.GOSUB400 

1002 GOSUB490 : FORK- ITOIOOO : N 

1004 GOSUB430 : GOSUF490 : REM* ■ 

1005 IFFL-0THEN250 



6 GOSUB1220.GOSUB560 



1032 I FJS-0THENGOSUB550 

1034 IFJS< >0THENGO5UB6 30 

1036 CO-PEEK (V-f 30) .GOTO1240 

1038 1 F ( PEEK ( V *31 ) AND 1 ) - 1THENGOSUB45 0 : G 

SUB644 : GOT01004 

1060 POKEV , XI : POKEV *1 . Y1 : POKE2040 . BS 
1062 BO-BO-IO : IFBCK OTHENBO-O 



( I FX3< 0THENX3-X3*255 : POKEV 
5 1FX37255THENX3-X3-255 : POK 
3 1FX2>1980RX2<1 18THENQ— 0 



GOSUB490 : GOSUB400 : GOSUB430 : GOSUB490 

HT) CONGRATULATIONS! /" 

(DOWN) (RGHT) (RGHT) (RGHT 







T-16T020 : POKEDS+T . 32 : GOSUB410 
4 GOSUB490: RETURN 
0 GOSUB490: PRINT" (CLR) “:POKEV+21.0 



(356 PRINT" (DOWN) (RGHT) (RGHTMRG1 

I (RGHT) (RGHT) (RGHT) (RGHT) (LGRNISC 
1360PRINT" (DOWN) (RGHT) (RGHT) (RG1 
I (RGHT) (RGHT) (RGHT) (RGHT) (LGRN)BC 
1362 PRINT” (DOWN) (RGHT) (RGHT) (RGl 
I (RGHT) (RGHT) (RGHT) (RGHT) (LGRN)TC 
1364 FORT- 1T02000 .NEXT : RETURN 

30004 DATA25. 184.0.25. 184. 16.25 
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LB MISSION 





Ever wanted fame and fortune in one of Britain 
leading computer magazines? 

Do you think that anything that you ha' 
programmed Is up to our standards? 

We are looking for programs to publish fc 

following machines: Commodore 64, VIC, C16, Plus/4, 
Spectrum, Orlc/Atmos, Atari 400, 600XL, 800, 800XL, 
68XE, BBC, Eleotron, Amstrad and TI-99/4A (BASIC or 
Extended). 

All programs should be reoorded on tape as man; 
times as possible and at the most reliable baud rat 
(where applicable). No printed listing Is necessary as w 
can do our own exoept In the case of the TI-99/4A wher 
a listing produced on a computer printer is absolutely 
necessary. No handwritten or typed listings a - 
acceptable. 

Any tape must be clearly marked with the progre 
name your name, the machine it Is Intended for, a: 
your address. 

Documentation should run to our normal style with 

■ . and Introduction to playing the gf -* 

how the game works. 

Documentation should be typed on one side of blank 
A 4 paper with double spaolng between I 



EQl JINOX 

“If you have an Amstrad and you 
don’t have a copy of Equinox you must be 




Mad !” 

• (C + VG) 




Commodore/Spectrum/Amstrad £9.95 
MIKRO-GEN 

Unit 15 The Western Centre 
Western Road 



Bracknell 

Berks. 



OU, HANDLE WITH CARE , OVER-HASTY AC 
TIONS WILL BED I SAST ROUS 
600 DATA YOU COME TO THEFORE AS A L 

EADER , YOUR ACTIONS NOW WILL BE SUCC 

ESSFUL, SUCCESS IS ONLYTEMPORARY, IDEALISM 
AND INTEGRITY, A STEADFAST FRIEND, I 
MMORALITY OR AFICKLE PERSON, A GOOD WOMAN 
, A WOMAN, A BAD WOMAN 

610 DATA THE PLEASURE OF ACH I EVEMENT ANDM 
ASTERY , A TRIP OR OUTT I NG , WEAR I SOME 

LABOUR, A GOOD MAN, A MAN, A BAD MAN, A 
LEGAL MATTER OR RULES IN YOUR FAVOUR 
.LAWS AND RULES TO THE FORE, DO NOT CUT 
CORNERS, SUDDENLY YOUR WAY IS CLEAR T 

620 DATA YOU KNOW WHERE YOU ARE GOING, GO 
FORWARD CAUTIOUSLY STEPBY STEP, PLEA 
SURABLE HOMELIFE OR NEWHOME , HOME OR 

HOMELIFE TO THE FORE, UNPLEAS 

ANT JOURNEY OR MOVE , SUCCESSFUL U 

NDERTAKINGS, GENERAL SMALL GOOD LUCK 
630 DATA RUN OF MINOR BAD LUCK, YOUR AC 
TIONS NOW WILL BE SUCCESSFUL, SUCCESS IS 
ONLY TEMPORARY, IDEALISM AND INTEGRITY, A 
STEADFAST FRIEND, IMMORALITY OR A FICKLE 
PERSON, A GOOD WOMAN, A WOMAN, A BAD WOMAN, 
THE PLEASURE OF ACHIEVEMENT AND MASTERY 
640 DATA A TRIP OR GUTTING, WEAR I SOME LAB 
OUR, A GOOD MAN, A MAN, A BAD MAN, A LEGAL M 
ATTER OR RULES IN YOUR FAVOUR, LAWS AND R 
ULES TO THE FORE, DO NOT CUT CORNERS, SUDD 
ENLY YOUR WAY IS CLEAR TO YOU, YOU KNOW W 
HERE YOU ARE GOING, GO FORWARD CAUTIOUSLY 
STEP BY STEP 

650 DATA PLEASURABLE HOMELIFE OR NEW HOM 
E.HOME OR HOMELIFE TO THE FORE , UNPLE ASAN 
T JOURNEY OR MOVE , SUCCESSFUL UNDERTAKING 
S, GENERAL SMALL GOOD LUCK, RUN OF MINOR B 




,-32,0 

670 MODE 1 : CLSsPRINT " METHOD" ! PRINT! 

PR I NT "RUNES WERE THE ANCIENT WAY OF DIVI 
NAT IONEMPLOYED BY THE GERMAN ICELANDIC A 
ND THESCANDINAVI AN PEOPLES. USUALLY , THES 
E RUNELETTERS WERE CARVED QN WOODEN BLOC 

680 PRINT" THE NUMBER OF RUNES USED V 
ARIES, ANDTHE METHOD OF CASTING THE RUNE 
S. MY OWNMETHOD USES 25 RUNES. PRINT" 

9 RUNES ARE FIRST CHOSEN FROM A BAG, A 
ND THEN THEY ARE THROWN ONTO A SHEET." 
690 PRINT" ‘ WYRD ' IS THE MOST POWERFU 
L RUNE. IT INDICATES FORCES WHICH DICTATE 
EVENTS. "SPRINT" UPRIGHT RUNES ARE FO 
RTUNATE, UPSIDE-DOWN RUNES ARE UNFORTUNA 
TE, AND RUNES ONTHEIR SIDE ARE AVERAGE." 
700 PRINT" FACE DOWN RUNES (PALE INK) 
ARE OFTENHIDDEN INFLUENCES, FOR OUR GOO 
D OR EVIL, OF WHICH WE ARE UNAWARE. ": PR IN 
T" RUNES CENTRAL ON THE SHEET HAVE MD 
RE INFLUENCE THAN THOSE AT THE EDGE. " 

710 PRINT" RUNES CAN FALL ON TOP OF E 
ACH OTHER. THEN THEIR MEANINGS ARE COMBIN 
ED AND THE IMPORTANCE IS INCREASED. ": PR IN 
T" (PRESS ANY KEY)" 

720 RESTORE 480iF0R i=0 TO 24: READ p(i,0 
=6 P To’liREAD ,2> !NEXTlF0R * =0 T ° 24!F0R j 
OLH- "+CHR* (10) +STRI NG* (5,8) +"SECG" : t*( 15, 

1 ) = " EEL- " +CHR* (10) +STR I NG* (4,8)+" GRASS " 
730 FOR i=0 TO 24:F0R j=0 TO 2: READ w(i, 
j > :NEXT : NEXT : RESTORE 3B0:F0R i =0 TO 7:F0 
R j=0 TO 3: READ e ( 1 , j >: NEXT: NEXT: FOR h=0 
TO 24: FOR i=0 TO 6: FOR j=0 TO 3s READ c ( 
h,i ,j> sNEXT : NEXT sTYEXT : GOSUB 50: CLSsRETUR 
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: 4 / . W War^tn W Want 






ALL PROCEEDS TO WAR ON WANT 

14 FABULOUS TITLES FOR ANY 48K SPECTRUM FOR ONLY £9.95! 



MELBOURNE HOUSE— HELLFIRE 
OCEAN — HUNCHBACK II 
PSION— HORACE & THE SPIDERS 
PSS— XAVIOR 
QUICKSILVA - RUPERT & THE ICE CASTLE 





¥HE QREA T 

ADVENTURE 



CAME 

Ever played Commando or Who Dares Wins H? 

In a secluded area of woodland in darkest Kent, 
games like this are played out for real Mike 
Roberts went to have a look at what ‘The Great 
Adventure Game’ is all about. 

i 
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CLASSIFIED DEPT. (CG) A.S.P. Lid.. 1 Golden 
Square, London W1. 

CLASSIFIED RATES - 40p private per word. Semi 
display £9 per single column centimetre plus VAT 
minimum 2.5 centimetres. Series rates on appli- 
cation. Please note that all classified advertisements 
under £20 must be prepaid. All cheques or postal 
orders to be made payable to A.S.P. Ltd., (P.H.) 

Telephone Duncan Neilson on 01-437-0699 






WARNING NOTICE 





Any breach o( these terms or the said conditions may result in prosecution of the advertiser by the propr 



UTILITIES 






AN EDITOR, ASSEMBLER, MONITOR AND 
ANALYSER THAT REPRESENTS A NEW APPROACH 
TO MACHINE CODE DEVELOPMENT. 

THE EDITOR 



? THE ASSEMBLER 

: sed source A full two-pass macro 

> y about assembler (co-resident wit 

space and thf editor) which supports 

nbly to input/output from tape am 

normal disc, conditional assembly, 

intelligent assembly of 
loaded saved subroutine libraries and 

d disc from inclusion of named files 



THE MONITOR THE ANAL YSER 

has all the usual features of A completely new concept in 
a relocatable front-panel program debugging This unique 
debugger plus: 

* Disassembly to screen, primer, 
tape or disc with CALL and JUMP 
labels automatically generated 
-Disassembled files can be loaded 



half the norms 



ten analyser progr 



Built in calculator with acce 
ymbol table after assembly 
Symbol table may be savea 



ipilmg language 



SPECTRUM £\A QC 
48K/+/I28K tl*I.TD 
AMSTRAD CPC 464/664/6128 







COMMODORE 64 DISK £19.95 ■ 
Available soon Atari 



Gold Ltd., Units 2/3 Holfo: 
ard, Birmingham B6 7AX 





